PLAYING ULTIMA: 



GmiWG STASTfcf) - SUNNING TH£ COPY PROGRAM 



1) Boot the Player Master disk. Hit ESC to epter the copy prograip. Make 
a copy of the Player Master op a blapk disk. (Apytiipe you create a pew 
"persopalized" Player disk you should label that disk with the paipe you 
assuipe for your pew character.) Never use the Player Master disk itself 
for actual gaipe play as files will be chapged. Opce you have ipade your 
persopallzed Player disk, hittipg fiETURN will epd the copy prograip 
apd produce ap Applesoft proippt apd a flashipg cursor op the screep. 

2) Next boot the "Prograip Biskette" — after a few ipoipepts you will be 
giyep three choices: 



If YOU HAVE TWO DISK BfilVES HfiST TYPE CHOICE #0 TO 0PE«- 
ATE BOTH BfilVES! Each tiipe you strike the "zero" key it toggles the 
puipber of drives. 



3) Optiop #1 is used to create a character. To do this, strike the "ope" 
key. The prograip will pow ask you to "Ipsert A New Player Bisk" — this 
refers to the duplicate ipade ip paragraph 1. Ipsert disk ipto the appro- 
priate drive as showp op the screep. Opce this is dope, strike the "ESC" 
key. Strikipg the "ESC" key is used to ackpowledge apy disk swap 
duripg play of Ultima. 



#0 
#1 

#2 



# Of BISK BfilVES =1 
GENEfiATE NEW CH AfiACTEfi 
CONTINUE PREVIOUS GAME 



COATING YOUS f ISST CHAfiACTEl* SOLE 



4) Gcperatlpg the character: You have 90 points to distribute between 
the 6 attributes. You ipust allot at least 10 points to each attribute apd 
no ipore thai? 20. The uses of each attribute are shown op the "PRC" 
(Player Reference Card). Each character Is initially givcp 100 hit points, 
99 days of food, 2 daggers and leather arrpour. Choosing a race apd type 
is very important. T he significance of each is shown op the "PRC. The 
paipe your character assumes ipust start with a letter of the alphabet 
and be po ipore thap 15 characters ip length. Whep you have finished apd 
your characterization is satisfactory the prograip will write the lpforipa- 
tiop op the screen to your personalized Player disk. 

5) Acknowledge disk swap (if single-drive systen?). SELECT THE DUM- 
BER "2" KEY TO ENTER THE WOULD OP ULTIMA. 



At this point the player should read the rest 
of this playbook and study the coipipapd syn- 
tax and syinbol legends on the Player Ref- 
erence Card (PRC) enclosed. Place the PRC 
next to the Apple II for use in play. 



Many njoi?*ters and evil folk Infest Ultiipa: Thieves, giant Octopl, 
'Necromancers, Skeletons, Bats, Giant Spiders, and Daemons -- to paipe 
only a few. Many of these creatures are inagical In nature and/or have 
special abilities. As you play, you will learn which n?on»ters are 
stronger than others and how to best deal with each. 



WEAPONS 



Weapops, which cap be bought ip the towps, will be Hated ip ip- 
creasipg attack strcpgtlj. This order cap be obtaiped duripg play by ref- 
erepclpg the player's statistics (the "Z" coiprpapd key). As the gaipe 
coptipues, the coipputer keeps track of tiipe apd slowly ipcreases the 
techpology of the world, allowipg you to buy better apd stropger wea- 
pops. These weapops ipclude lopg distapce weapops - bow apd arrow, 
for ipstapce, apd hapd to hapd weapops such as a sword. 

To attack with a weapop, you ipust first "Beady" it (see "R" coip- 
ipapd op f*RC - flayer Referepce Card). Whep you type ap "8" conjipapd 
you are asked "which?" you wapt to ready: - W£)apop, A)npour, or 
S)pell. Upop apsweripg, you are proipptcd by your choice followed by a 
questiop ipark (i.e.: Spell?), for Weapop you ipust specify with the first 
TWO letters of the paipe of your choscp weapop. For Aripour or Spells a 
CW£ letter respopse ideptifies your choice. 

Aipulets, wapds, apd staffs are ipagical iteips which are pot directly 
used lp attacks. While ip your hapd, these objects ipcreasc spell-castipg 
ability. Spell-castipg effectivepess is greatest with the staff, followed by 
wapds, thep aipulets. 

Ope weapop that peeds explaipipg is a "triapgle;" it is a very 
ipagical sword. 
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FIGURE 1 — aurfacc view of two dupgcop cptrapcea pear the City of Paw* 
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FIGUSS 2 - surface view aurroupdipg Lord British ca«tie 




outdoor movem™ 

(fig. 1 & fig. 2) 

Movement outdoors is accomplished with the direction keys: 
"<-", s *-> >, f < ilfi?CfiK, M and "/". These keys mean west, east, north, 
and south, respectively. The World consists of over 30,000 game-travel 
days with the surface consisting of oceans, grasslands, forests, 
mountain ranges, towns, castles, landmarks, and dungeons. 

You rnay either fight rponstcrs or run away froin then?. For beglnnipfl 
players, (whose characters* attributes are at relatively low levels) it 
inight be advisable to run from such creatures as the wandering warlock. 

Each town, castle, and dungeon ha* Its own unique traits; you will 
be wise to discover these differences and use then) to your advantage. 





FIGURE 4 - a castle 



TOWN AM) CASTLE MOTOVIKVT 

(fig. 8 & fig. 4) 

Town and castle movements are accomplished in the same manner 
as outdoors. They are used for replenishes supplies, gathering ii?forn?a- 
tiop and raising player attributes. There is much n?orc to the towns and 
castles than meets the eye, so experiment with all your options. 

Coinbat in the towns and castles differs front that in other areas. 
After striking the "A" key, (ineaning "attack"), one must strike a direc- 
tion key, (as in movement), to determine the direction of your attack. 



— dungeon view of corridor*, door«, aijd trapdoor 




FICTILE 6 — dungeon view of ladder, coffin, and Junction of corridors 



!)OG£0ft MOVEMENT 

(fig. S & fig. 6) 

Bupgeop ipoveipept is accoipplialNd by tbo saipe direction keys as 
op the surface, but this tiipe they ipeap turp left, turp right, go forward, 
apd turp aroupd, respectively. Bupgeops arc sbowp ip ipatbenjatleally 
deteriplped perspective. There are 25 different type* of subsurface 
ipopsters. Different ipopster types, with ipcreasipg strengths are foupd 
as you go deeper Ipto the dupgeops. Traps apd gold ipcrease ip 
frequepcy with depth as does the puipber of force fields apd coffips. 



SPACE MOVfcM^NT 

Ip space, the "<-", "->", "OTTUfiW," apd keys rpapeuver 
your space vehicle. They coptrol rotate left, rotate right, thrust apd retro 
(reverse thrust), respectively. Ip the fropt view ipode they rpeap turp left, 
turp right, cliipb, dive, apd the space bar cepters the stick. 

Space is divided Ipto 64 sectors op a 8 x 8 grid. While lp the top view 
ipode, you see all withlp your sector. You ipay obtalp a lopg-rapge scap 
of the surroupdlpg sectors with the "I" coiprpapd. (See legepd op the f*SC 
for ipeaplpg of syipbols op lopg-rapge scap readout.) Hyperspace juipps 
your ship froip ope sector to the pcxt, based upop your last directiop of 
travel ip the top view ipode. 

Dockipg with starbases cap be ipade at ope of the upused dockipg 
ports apd should be ipade oply at slow speeds, op a direct course ipto the 
port opeplpg. A dockipg fee of 500 Gold Pieces is required for each dock- 
ipg; reipeipber to brlpg epough. Upop dockipg with a starbase you will 
be asked "Base Coipipapd." You should thep type a directiop key to indi- 
cate which vehicle you wish to use pext. 

Rceptry takes place whep your ship passes withlp 15 screep uplts of 
Ultlipa. NOTE: Oply a space shuttle has heat shields. Apy space vehicle 
will Ipciperate at a dlstapce of 15 screep uplts froip a star. 

Epgagipg coipbat lp space requires the use of the "fropt-vic w" ipode 
achieved by togglipg the "V" coipipapd. You cappot chapge back to "top- 
view" ipode uptll either all epeipy ships lp your sector are routed, or you 
leave the sector by "hyper-Juipplpg" ipto the pext sector. 

Evep whep stopped ip the top-view ipode, your ship ipay still have 
soipe ipotiop lp the third diipepsiop, thus, the fropt view ipode ipay show 
soipe ipotiop. The keys 9-1 are speeds for the fropt view ipode, 9 belpg 
the slowest with 1 the fastest. IMPORTANT: Chapglpg froip fropt view 
to top view at high speeds will surely result lp a fatal collisiop! 



SYSTEM fi£QUIS£M£NTS AN© f>»OGSAM NOTES: 

Tlji* package coptaips ope Ultiipa disk with tt?e Prograip Disk- 
ette op ope side apd the Player Master op the flipslde. Both will boot op 
Dos 3.2 or 8.8 ipachipes. Both require Applesoft ip ROM. If a lapguage 
card is available, it will automatically be loaded with Applesoft -po peed 
to use the Basics disk. 

If there is po Applesoft ROM or lapguage card ip the systeip, a 
ipessage to this effect will be displayed op the screep wbep the prograip 
disk is booted. 

If ap Applesoft error occurs duripg Ultlipa, a ipessage will be 
displayed apd the user should bit £SC. Most errors are fatal apd will 
cause tlje disk to be rebooted. 

Users should use the Quit (save gaipe) coipipapd frequeptly to 
avoid losipg data ip case of reset or other probleips, (i.e.: death of 
characters). 

The flayer Master should be copied opto ope or ipore blapk 
disks for use ip playipg the gaipe. Never atteippt to write op the Player 
Master. 

There is a deipopstratlop op the Player Master disk that dis- 
plays various scepes froip Ultlipa op the hires graphics screep. Hittipg 
ESC duripg this deipo will cause it to epter the Player Copy Rout ipc. 

The Player Copy Rout ipe will work with ope or two disk drives. 
Op ope drive systeips, the disk is copied ip three 'passes/ apd the user 
will be proippted whep to ipsert the Player Master apd blapk diskettes. 
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QUEST THROUGH SPACE 
AND TIME! 



Your ultimate quest is to face the evil and all 
powerful Mage Mondain in mortal combat! But 
before you can win through to his Dark Tower, you 
must face the challenges the Wizard has placed 
between you — a series of combats that will start in 
the mists of ancient time and end in the space 
battles of the far future! Can you, the Lord of Time 
and Space itself, defeat ravening monsters, alien 
raiders, and the final challenge of the Evil One 
himself? 



Lord 
BRitfsb 
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